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Rhonda McGinnis 
Wayne State University Library System 
•  Graphic Novel Sales >$330 Mil.  
–  Rapid growth of manga  
–  Increasing numbers of female readers  
–  Greater acceptance of graphic novels  
–  Growing TV/Movie exposure of graphic novel material  
•  Top US Manga Publishers expect to release 
1461 volumes in 2007 
•  16% increase over 2006 
•  Top selling volume in 2006 sold >100K copies in 
bookstores 
•  Japanese, Korean (Manwha), or Chinese 
(Manhua) in origin 
•  Images + Text 
•  Continuing Storyline 
•  Originally released in comics “magazines” 
•  (Re)Published in Book Length Volumes 
•  Wide Variety of Age/Reading Levels 
•  Wide Variety of Genres 
Including: Mystery, Romance, Science Fiction, Horror, 
Historical Fiction 
•  Attract Reluctant Readers 
•  Build Foreign Language Fluency 
•  Educational/Public Service Comics – 
especially useful for populations with low 
literacy 
Traditional children’s books especially 
Readers  
–  Seek to Instill Behaviors  
–  Use Developmental Language 
–  Gender Neutral 
–  Lack of Visualization 
–  Seen as BORING! 
Comics, Manga, & Graphic Novels written 
1st for entertainment value 
–  Capture & hold readers’ attention 
–  Children willing to work to read & understand 
–  Use authentic language 
–  Character & universe development 
–  Visuals Support Comprehension 
Sports Whistle, Prince of Tennis, 
Eyeshield, Harlem Beat 
Tournaments Pokemon, Dragon Ball, YuGi Oh, 
Yuu Yuu Hakusho 
Quest for $$, Fame & 
Save World 
One Piece, Naruto, InuYasha, 
Record of Lodoss War, Neon 
Genesis Evangelion 
Life is out of Control Ranma ½, Fruits Basket, Love 
Hina, Ai Yori Aoshi 
Becoming an Adult GetBackers, GTO, Chobits, A.I. 
Love You 
Younger 
Older 

Magical Girls Sailor Moon, CardCaptor Sakura, 
Tokyo MewMew 
Becoming a Star B.B. Explosion, Kodocha, One, 
Forbidden Dance 
Young Romance Marmelade Boy, Kare Kano, 
Mars, Steady Beat 
Willing to Go to Any 
Lengths 
Kill Me, Kiss Me; Hana Kimi; Girl 
Got Game; Wild Act 
Shonen Ai Gravitation, Fake  
Younger 
Older 

• Tied to a TV Show or 
Movie 
– Built In Interest 
– Compare w/ Episode 
• High Quality Artwork 
– Use Cels from Anime 
– Extremely Colorful 
– Heavy Glossy Paper 
• Frames--More TV-like 
– More Sequential 
– Less Freeform 
•  Comics are especially useful to students in later 
transitional stages of language acquisition 
–  Typically learn grammar rules early 
–  Speaking, Reading, & Closure skills slower to develop 
–  Heavy reliance on dictionary slows development of 
“sense making” 
–  In comics the visuals support comprehension 
•  Uses authentic language + conversation 
•  Characters give same nonverbal cues as “real 
people” 
•  Permanent visual component 
•  One author so consistent vocabulary & idiom 
usage 
•  Cultural currency 
•  Realistic use of “non-words” 
•  Inclusion of humor 
•  Japanese Daily Life 
–  Home & Family 
–  School & Friends 
–  Dress for various Activities 
•  Holidays & Festivals 
•  Religion & Mythology 
•  History 




•  Graphic Novels are not simplified text 
stories with pictures added to make them 
easier to understand 
•  May require more complex cognitive skills 
than reading text alone 
•  Need to study the medium as well as the 
message 
•  Graphic Novels have been described as 
“Complex multimodal textual 
environments” 
•  Numerous design elements contributing to 
meaning 
–  Linguistic 
–  Audio 
–  Visual 
–  Spatial 


•  Can use Graphic Novels to help students learn 
to decode such visual elements as: 
–  Color’s effect on emotions 
–  Representations of stereotypes 
–  Viewing angle’s effect on perception 
–  Realism in reception of the messages 
•  Important skill that’s transferable to: 
–  Television & Films 
–  Websites 
–  Advertisements 




